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	Shirou Emiya's Life is a Game Stat Sheet

_**Name: Shirou Kajiya Emiya**_

_**Level: Lv. 31**_

_**Title: Heir of the Emiya Family **_

_**The Emiya are lineage dating back a few centuries that focused on 'Time Manipulation' in their quest for Akasha. Accelerating or slowing the flow of time inside a Reality Marble free from the world's interference is the thaumaturgy of the Emiya family. But after investigating it thoroughly, in a Bounded Field that was minimized until resistance was almost zero, the flow of time could be accelerated without limit, and reaching the Root would be possible, right before observing the universe's end. Although the theory itself was very promising, finishing the experiment would still require several hundreds of years. The fourth family head, Norikata Emiya, was a genius who was Sealing Designated, bringing ruin upon his family for researching into vampirism. As a result, the Emiya family was wiped-out by the Church and Magus Association. His son and immediate successor, Kiritsugu Emiya, was a freelancer who did not care for the ways of the magi and his own lineage.**_

_**Heir of the Kajiya Clan**_

_**The Kajiya is the family who are nobles in Japan. By its age, it is a renowned lineage despite the fact the Mage's Association sees them as unimportant. A bloodline with a history worth a total of thirty nine generations, the head of the third generation was a genius that developed a method that greatly increases the chances of the family head inheriting the title of Magician.**_

_**In the present generation, the family had the misfortune of having its heir apparently dead, a tragedy for any clan of magi.**_

_**The Kajiya family have a history of producing heirs with many Magic Circuits and the numbers were increasing even more with the passing of generations. By the time of the parents of Shirou, there were many in the family with numerous Circuits.**_

_**Shirou's grandfather, the thirty eighth generation head, used to be called a monster. He raised Shirou in the way of the magus in his Workshop in the city. However, when he was passing by Fuyuki City the Holy Grail War had come to a conclusion.**_

_**Race: Human**_

_**Humans, falling under the category of Primates, are the most prevalent species on the planet. The term is referring to mankind's current evolutionary stage as a species rather than mankind as a group. The collective will of humanity is represented by Alaya, and it is at odds with the natural forces of the planet. During the Age of Gods, humanity was much closer to the root and the gods, but that connection has dwindled over the millennia. The world was very antagonistic towards humans, so much that even someone like Gilgamesh was unable to needlessly kill people. Being closer to the origin made the power of Alaya more concentrated, and it increased the weight of each human soul in comparison to modern humans. Humanity has the potential to develop to the point where it can outlive the planet itself, such as the Liners and A-Rays.**_

_**Humans can be born with innate abilities such as extrasensory perception and other abnormal powers called ESP. They are normally functions that aren't involved in the operation of the organisms called humans, which are the circuits that cause "supernatural phenomena" to occur. Compared to thaumaturgy, which can be trained over time, inherent ability is absolutely necessary to use ESP. Those who have these abnormal lines can cause supernatural phenomenon to happen as if they were simply breathing. Those experiencing it find it to be normal, so they only realize the abnormality of themselves for the first time when the common sense of others point this out to them.**_

_**It is possible for humans to have offspring with supernatural species, resulting in the birth of Mixed-Bloods. Though their blood is growing thinner with each successive generation, on rare occasions a child is born who has strongly inherited that "inhuman" characteristic. Such hybrids include offspring between humans and members of the Oni Kind, such as the Tohno and Kishima clans in are even offsprings with Dragons, who are considered the strongest of the Phantasmal Species, such as Elizabeth Bathory. Such beings are seen as a distortion that needs to be exterminated in Japan, but they make for troublesome targets for the Demon Hunters. They are immune to the Edict of Binding of Houjutsu, and it is impossible to match their supernatural powers with just a human body.**_

_**Within all humans exists the "Power of the Beginning", the "Origin", original model, from which all human genes began. While none of Earth can withstand the Ten Crowns, the start of human history, wielded by BB, those who obtain this power are on the same level and cannot be "undone" by it. It requires special access rights within the Moon Cell to obtain the ability, needing to dive into the core of the recorded Heroic Spirit to unlock their root that has been sealed away by the Moon Cell.**_

_**Alignment: Lawful Good**_

_**A lawful good character acts as a good person is expected or required to act. He combines a commitment to oppose evil with the discipline to fight relentlessly. He tells the truth, keeps his word, helps those in need, and speaks out against injustice. A lawful good character hates to see the guilty go unpunished.**_

_**Lawful good is the best alignment you can be because it combines honor and compassion.**_

_**Lawful good can be a dangerous alignment when it restricts freedom and criminalizes self-interest.**_

_**While strict in their prosecution of law and order, characters of lawful good alignment follow these precepts to improve the common weal. Certain freedoms must, of course, be sacrificed in order to bring order; but truth is of highest value, and life and beauty of great importance. The benefits of this society are to be brought to all. Creatures of lawful good alignment view the cosmos with varying degrees of lawfulness or desire for good. The are convinced that order and law are absolutely necessary to assure good, and that good is best defined as whatever brings the most benefit to the greater number of decent, thinking creatures and the least woe to the rest.**_

_**Characters of this alignment believe that an orderly, strong society with a well-organized government can work to make life better for the majority of the people. To ensure the quality of life, laws must be created and obeyed. When people respect the laws and try to help one another, society as a whole prospers. These characters strive for those things that will bring the greatest benefit to the most people and cause the least harm.**_

_**These characters have a strong moral character. Truth, honor, and the welfare of others is all-important. They are convinced that order and laws are absolutely necessary to assure that goodness prevails. Lawful good beings will not want to lie or cheat anyone, good or evil. They will not stand for treachery and will not let obviously dishonorable people use their own honor against them, if they can help it. They will obey the laws and customs of the area that they are in, but will attempt to find legal loopholes to disobey a law which is clearly evil or unjust.**_

_**Lawful good characters are group and order oriented, and will cooperate with authority in all cases to promote the common weal. Not all lawful good beings view the cosmos with an equal desire for lawfulness and goodness, so there is no such thing as a perfectly balanced "lawful good" attitude (nor a perfectly balanced attitude for any other alignment, for that matter). In general, however, a lawful good character promotes the ideals and rights of the majority over those of the individual (and this includes himself as well as others) and upholds the rights of the weak and oppressed members of society, who should be allowed to reap society's benefits with equanimity. The lawful good being feels this is the best way that all members of society can enjoy the rights of existence together. Life is important to the lawful good being, but life is not exclusive of order, and vice versa.**_

_**Lawful good can appear to be a difficult alignment to uphold, but it must be remembered that lawful good characters are not necessarily naive or unrealistic. At the heart of a lawful good alignment is the belief in a system of laws that promotes the welfare of all members of a society, ensures their safety, and guarantees justice. So long as the laws are just and applied fairly to all people, it doesn't matter to the lawful good character whether they originate from a democracy or a dictator. Though all lawful good systems adhere to the same general principles, specific laws may be different. One society may allow a wife to have two husbands, another may enforce strict monogamy. Gambling may be tolerated in one system, forbidden in another. A lawful good character respects the laws of other lawful good cultures and will not seek to impose his own values on their citizens.**_

_**However, a lawful good character will not honor a law that runs contrary to his alignment. A government may believe that unregulated gambling provides a harmless diversion, but a lawful good character may determine that the policy has resulted in devastating poverty and despair. In this character's mind, the government is guilty of a lawless act by promoting an exploitative and destructive enterprise. In response, he may encourage citizens to refrain from gambling, or he may work to change the law. Particularly abhorrent practices, such as slavery and torture, may force the lawful good character to take direct action. It doesn't matter if these practices are culturally acceptable or sanctioned by well-meaning officials. The lawful good character's sense of justice compels him to intervene and alleviate as much suffering as he can. Note, though, that time constraints, inadequate resources, and other commitments may limit his involvement. While a lawful good character might wish for a cultural revolution in a society that tolerates cannibalism, he may have to content himself with rescuing a few victims before circumstances force him to leave the area.**_

_**When will a lawful good character take a life? A lawful good being kills whenever necessary to promote the greater good, or to protect himself, his companions, or anyone whom he's vowed to defend. In times of war, he strikes down the enemies of his nation. He does not interfere with a legal execution, so long as the punishment fits the crime. Otherwise, a lawful good character avoids killing whenever possible. He does not kill a person who is merely suspected of a crime, nor does this character necessarily kill someone he perceives to be a threat unless he has tangible evidence or certain knowledge of evildoing. He never kills for treasure or personal gain. He never knowingly kills an innocent being.**_

_**A lawful good character will keep his word if he gives it and will never lie. He will never attack an unarmed foe and will never harm an innocent. He will not use torture to extract information or for pleasure. He will never kill for pleasure, only in self-defense or in the defense of others. A lawful good character will never use poison. He will help those in need and he prefers to work with others. He responds well to higher authority, is trustful of organizations, and will always follow the law. He will never betray a family member, comrade, or friend (though he will attempt to bring an immoral or law-breaking friend to justice, in order to rehabilitate that person). Lawful good characters respect the concepts of self-discipline and honor.**_

_**Here are some possible adjectives describing lawful good characters: friendly, courteous, sensitive to the feelings of others, scrupulous, honorable, trustworthy, reliable, helpful, loyal, and respectful of "life, love, and the pursuit of happiness."**_

_**HT = 2,375**_

_**HT REGEN = 47.5/Min.**_

_**MP = 3,625**_

_**MP REGEN = 72.5/Min.**_

_**Element: Fire and Earth (Steel)**_

_**Fire (火, Hi) – One of The Great Five Elements (五大元素, Go Dai Genso). Spells of the Fire element are related to consumption, heat, entropy, fuels, energy transfer and thermodynamics.**_

_**Earth (地, Chi) – One of The Great Five Elements. Earth element spells relate to grounding, cultivation of energy and energy embedding.**_

_**Origin: Weapons and Healing**_

_**Origin (起源, Kigen) is the starting point that defines one's existence and directs one's actions throughout life. It is the driving force from the inside of Akasha that managed to stream out of the Source and take material form. The form it can take at times is that of a human being, and all humans match their actions to be in harmony with the driving force that originated them from the moment they enter into the world. These actions are more along the lines of an inherent compulsion that could be called a person's instinct rather than a conscious decision. If a person becomes awakened to their Origin, it becomes nearly impossible to stray from their Origin if it's even possible in the first place. It becomes an impulsive behavior one would follow as though it were an absolute order. Souren Araya is capable of awakening one to their Origin, however he must receive consent from the person beforehand. He claims that death and Origins are related, and his various experiments on death are used to further his knowledge on them.**_

_**Under the system of Magecraft, Origins are used to describe precise details about a magus, while Elemental Affinity indicates one's general alignment. Magi with an Origin that is strongly expressed outwardly are sometimes removed from the normal alignments and there are times that the origin itself becomes the alignment. Most of those magi exhibit their talents as extreme specialists, allowing them to potentially reach higher grounds than normal magi. Even those without an Elemental Affinity are sometimes still capable of casting spells simply by following their Origin. It's possible for them to overcome great obstacles such as a lack of Circuits or a lack of talent for Magecraft altogether.**_

**_Strength: 75_**

**_-Basic Lift: 75x75/5=1125 ibs._**

**_-Hit Points: 75_**

**_Dexterity: 125(9)=134_**

**_-Basic Speed: 95+125/4=55 miles/Hour_**

**_-Basic Move: 55 miles/hour_**

**_-Dodge: 55+3=58_**

**_Health: 95_**

**_-Fatigue Points: 95_**

**_Intelligence: 145(9)=154_**

**_-Perception_****_: 145_**

**_Points: 180_**

_**Personal Skills:**_

_**-The Gamer:**_

_**A Gamer's Mind (Passive): Lv. Max. (EX) Allows the user to calmly and logically think things through. Allows Peaceful State of mind. Immunity to psychological status effects.**_

_**A Gamer's Body (Passive): Lv. Max. (EX) Grants a body that allows for the user to live the real world like a game.**_

_**Observe (Active): Lv. 46. MP cost: 4. (D+) This skill allows the user to gather information about a target. Higher level items or NPC's may require higher levels in Observe to view. Higher levels also allow more information to be gained.**_

_**Snoop (Passive): Lv. 19. (E-) This skill gives you a 95% bonus to overhear whispered conversations. Keep on butting into other people's business to increase levels!**_

_**Medical Knowledge (Passive): Lv. 69. (C+)This skill allows the user access to information about medicine. Higher levels allow more information to be gained.**_

_**Construction (Active): Lv. 27. (E-) This skill gives you a 25% Bonus in repairing an item. Keep hammering in order to increase levels!**_

_**Heir of the Kajiya Clan (Passive): Lv. Max. Being the last of the Kaijya clan this user has access to their gifts. The Gamer only has two of the gifts unlocked at this time.**_

_**-Massive Magic Circuits: User has access to massive prana in due to the quality and quantity in comparison to the average magus.**_

_**-Kajiya Magic Crest: Incomplete. The Kajiya are masters in the use of Fire, Earth, Mineral, Alchemy, Flowing and Transferring of Power, and Witchcraft Magecraft, the due the Third Clan Head's emphasis in the training of not only one type of Magecraft. They are family with a history that extends itself backs to the Age of Gods. Due to the faithful servitude they showed to an ancient blacksmith deity in the past, the clan was rewarded with the knowledge of Magecraft. Located on the back.**_

_**Charisma (Passive/Active) : Lv. 23. (D-) This skill allows the user the natural talent to command an army. It also allows the ability of persuasion. 23% Bonus to convincing people and 17.5% Bonus the ability of allies by during group battles.**_

_**Cooking (Active) : Lv. 73. The ability on how to cook meals and how good it turns out. Current level only allows you to make simple meals such as instant ramen, boiled rice or eggs. Increases cooking speed by 73%. Increases the success of creating a new basic level dish by 73%. Increases how well the meal taste by 54.75%**_

_**Heir of the Emiya Clan (Passive): Lv. Max. Being the last of the Emiya clan this user has access to their gifts. The Gamer only has three of the gifts unlocked at this time.**_

_**-Specialized Magic Circuits: User has easier access to Time Control Magecraft due to the specialization of generations of Emiyas in comparison to most magus.**_

_**-Emiya Magic Crest: Incomplete. The Emiya Clan are masters in the use of Time Control Magecraft, the due the clan's emphasis in the specialization of only one type of Magecraft. They are family with a history that extends itself backs to the Midle Ages. Located on the back.**_

_**-Time Alter (Active): Lv. 21. MP cost: 310/s.. This skill is a High-Thaumaturgy in the form of a Bounded Field. It allows for "time adjustment" that can stagnate the time which has passed and accelerate time in the future. Higher Levels allow the cost of MP to decrease and longer range.**_

_**? (Passive): Lv. Max. Additional +3 DX & +5 IQ per 10 Lv, +50 HT per 10 Lv, +25% additional Exp. towards Earth Magecraft, ?.**_

_**Research (Passive): Lv.1. You have gained the ability to find knowledge and learn to apply it effectively. 10% bonus for finding information about desired subject. Keep leveling for additional abilities and bonuses.**_

_**-Saber:**_

_**Weapon Specialty: Blade (Passive): Lv. 6. You have gained proficiency with blades! 30% bonus when using blades weapons. Keep leveling for additional abilities and bonuses.**_

_**-Archer: **_

_**Weapon Specialty: Projectiles (Passive): Lv. 24. You have gained proficiency with blades! 125% bonus when using blades weapons. Keep leveling for additional abilities and bonuses.**_

**_-Caster:_**

_**Magecraft: Magecraft is the ability to reproduce what can be scientifically realized regardless of time and funds. The limits of Magecraft have changed with time, as science evolved and sorceries from before became technically possible through science. However, modern Magecraft remains far inferior from that of the past.**_

**_Reality Marble is having one's inner world materialized and projected onto reality following the World Egg theory. Generally, it is used to refer to the alien common sense of demons and that it is how imaginary demons perceive reality and how a Reality Marble itself is their natural ability. But it is possible for humans to achieve this as an innate Bounded Field, though generally only in the cases of the powerful beings like The Twenty-seven Dead Apostle Ancestors and the greatest of magi who have spent years upon years researching. This ability is a similar and dissimilar method of "world creation" to Marble Phantasm, but rather than reshaping the world at their will, Reality Marbles allows only for the creation of a set world that defines the practitioner. They force all things to obey their rules, but it is limited only to that one pattern. It can be said that they can surpass Marble Phantasms at the same time, as they are capable of affecting things not of nature._**

**_It is a magecraft that comes close to being real magic, and as a taboo among taboos and mystery among mysteries, it is one of the pinnacles for a magus for which research has been banned by the Mage's Association. Those that do have a Reality Marble would inevitably earn a Sealing Designation if discovered due to its nature as a unique magical ability that cannot be acquired through study and does not pass on to one's descendants. Obtaining a Reality Marble is not something every magus can achieve through research. Areas that are full of grudges, filled with remnants of strong regrets, are like Reality Marbles to spirits._**

**_The created worlds are completely cut off from normal reality, projecting their internal landscape and sealing off the regular World. Following the World Egg theory, the actualization of a Reality Marble is the result of switching the Self and the World while keeping the boundary the same. The size of the Self and the World is switched, enclosing the World in a small container while the Self is expanded. The contained World is the World Egg and the name of the theory. They will encase anyone within range, causing them to disappear from view. Magi are still able to feel the presence of the Bounded Field, and while they cannot be directly affected from the outside, a large burst of mana, such as Excalibur, may be able to disrupt them. The World constantly attempts to crush the unnatural bounded fields, as they are not created by spiritual beings, meaning that it costs a great deal of magical energy to construct one and keep it stabilized. This generally only allows them to be used for a few minutes, but given their powerful nature, that is likely enough time to properly utilize them, even the strongest Dead Apostle can not maintain a Reality Marble for more than a single night. Each world has its own set of patterns and rules, which can be said to be an invasion of reality by the diagram inscribed on the soul, and as it is just one aspect put into form, the user cannot add their own will into the form of the barrier._**

_**-Garden of Unlimited Weapon Works (Passive/Active): Lv.13 (E ~ A+++) MP cost: 3000/s. Garden of Unlimited Weapon Works is a Reality Marble that represents Shirou Kajiya. This Skill passively increases your ability to wield weapons and heal and gives a 65% increase to all weapon and healing related skills. It stores any E and under weapon and health items within.**_

_**-Aria:**_

_**-Blessed by Mother Earth, let me bring forth the Warmth of Healing, and be submerged by the Ground of Bloody Steel...**_

_**Elemental Magecraft:**_

_**-Flame Magecraft is that which is highly tuned with the Fire Element.**_

**_-Honō no Umi (Active): Lv.1. MP cost 3750. A technique where prana kneaded inside the body is converted into fire, and then expelled from the mouth and shaped into a massive fireball, which covers a wide range as well. This makes the technique extremely difficult to either avoid or contain, with it requiring the combined efforts of several Water Techniques in order to extinguish the flames._**

_**-Hogo no Honō (Active): Lv. 1. MP cost: 750. This is a Magecraft that generates a blessing that is powered by the caster's feeling of protectivenes, causing those to who attack the person affected by this to ignite and burn like gasoline once in contact with them.**_

_**Flowing and Transferring of Power**_

_**Flowing and Transferring of Power (力の流動・転移, Chikara no Ryūdō・Teni?) spells are those that deal with the transference of energy or information from an object to another. Magical energy cannot be kept free-flowing outside of the body because it immediately disperses, so its only usage is normally to be used for spells before it disappears. Some can store their own magical energy, magical energy of others, and "other things" inside other objects, allowing them to be kept for later usage. Another type of transference is a ritual that allows one to reacquire past knowledge and abilities by performing spiritual possession of past incarnations. Two versions of the same person on the same time axis can have similar effects.**_

_**-**__**Healing Magecraft (Active): Lv. 25. MP cost: 500. This skill is the type of thaumaturgy involving recovering the flesh of injured people and of detoxification. The Einzbern family know healing Magecraft, but as alchemists this is used not for the sake of helping people, but rather to lessen the great burden felt by a subject who received an organ that was tempered with magical power and help his body get used to the newly transplanted organ.**_

_**Material Transmutation involves spells that interfere with the properties of an object. These include Reinforcement and Gradation Air Magecraft.**_

_**-Alteration (Active): Lv. 3. MP cost: Depends on the object. This is the intermediary step between Reinforcement and Projection, to give an object a property or effect that it originally didn't have.**_

_**-Reinforcement (Active): Lv. 10. MP cost: Depends on the object is the most difficult Magecraft with the purpose of pushing a basis to the utmost. It is the foundation of all Magecraft that enhance the existence of the target by pouring Magical Energy, but as no clear expression of how much it can be enhanced is defined, almighty reinforcements are rare. It is the same as adding something to an object that is already complete, in case of failure the target will receive it as a poison. Success requires a good grasp of the inner structure to fill openings with Magical Energy. Reinforcing the purpose of existence would be increasing the sharpness of a knife, the nourishment of food, or in the case of a living creature, physical strength and durability. It is impossible to reinforce something vague. As living things will resist invasion of Magical Energy, reinforcing someone else is the hardest.**_

_**-Gradation Air (Active): Lv. Max . MP cost: Depends on the object. This skill Graduation Air or more commonly known as Projection, is a Magecraft that materializes objects, in accordance to the caster's imagination, through the use of magical energy. Gradation comes from the fact that the created object slowly fades away after being created, and Air is an allusion to the fact that said object is made out of "nothing"**_

**_Trace (Active): Lv. Max. MP cost: Depends on object. This Skill is the upgraded version of Gradation Air. Tracing greatly differs from normal Projection in the fact that not only does it reproduce the shape and substance of an object, but also its entire history as well. Objects created with tracing are slightly inferior to the originals due to the fact that only so much information can be gathered by sight alone, and Noble Phantasms are degraded by an entire rank. _**

**_The process of Tracing is seven steps, which is:_**

**_Judging the concept of creation_**

**_Hypothesizing the basic structure_**

**_Duplicating the composition material_**

**_Imitating the skill of its making_**

**_Sympathizing with the experience of its growth_**

**_Reproducing the accumulated years_**

**_Excelling every manufacturing process_**

**_Due to the extra effort, it is possible to produce incredibly stable ordinary items that can remain in the world for hours after their creation. Furthermore, whenever replicating mystical objects such as Noble Phantasms, it is possible to copy their special abilities and any skill that its owner performed are available for use. The reason this is possible is due to the nature of Garden of Unlimited Weapon Works, which at a glance, records the history, composition, and design of what the user sees, and then provides the necessary materials needed to reproduce them. The actual reproduction happens within the reality marble, and is then brought into the real world at need via Projection. If the image of the projection is interrupted in any way, the item will be physically weak and shatter upon physical impact. It is also possible to apply Reinforcement to objects recorded within the reality marble._**

**_Runes are a type of Magecraft originated in the old Scandinavia, symbols that once inscribed automatically realize mysteries accordingly with the meaning that they represent. Composed of only straight lines and possessing mechanics similar to the Magic Crests, their usage is unpopular within the Mage's Association. It is possible to affect a target with a Rune inscribed at distance, but the rate of success is low with the target that possesses Magic Circuits due the effect of Resistance. In this case, the Rune must be inscribed directly onto the body. If used in combinations, it is possible to create Bounded Fields with them._**

**_-Ansuz (Active): Lv. 3. MP cost: 150. Used to make flames spread over the target. Can be used in combination with [Sowilo]._**

**_-Berkano (Active): Lv. 4. MP cost: 250. [Rune] that is used for tracking purposes. It uses stones as material components._**

**_-Ehwaz (Active) is a [Rune] of hardening._**

**_-Kenaz (Active): Lv.1. MP cost: Depends on Distance. [Rune] is used by to enhance sight. Grants a boost to the Per Stat._**

**_-Sowilo (Active): Lv. 3. MP cost: 325. This is the [Rune] of fire. It can generate a small fireball._**

_**A Bounded Field (結界, Kekkai?) is a topographic type of Magecraft that consists in knitting a network of magical energy and spreading it on base area, such as a piece of land or a building, to create a mystic boundary line that separates the inside from the outside. By definition, it should not be possible to move them once they are set. Those of Souren Araya are an exception. The most powerful type of Bounded Field makes the space itself act as a boundary line and it is on a level close to Magic.**_

**_-The Security Boundary Layer (Active): Lv. 6. MP cost: 2400. This Skill generate a pulse of magical energy expand itself around_****_ the property, warning the residents about individuals with malicious intentions entering its perimeter. It possesses offensive and defensive capabilities, but its detection powers are excellent. It is able to ward of a Servant's frontal assault. _**

_**Flaws:**_

_**Socially Inept Flaw (Passive)(Permanent): The Gamer has developed poor social skills due to amnesia resulting in additional 5% loss to reputation. A general 20% loss in social interactions. This flaw can be removed with increased social interaction and experience.**_

_**Survivor's Guilt Flaw (Passive) (Permanent): Due to the Gamer being the only survivor of of the fire he has loss all people he cares about. He refused to help the people who were dying. He wishes to seek atonement. -50% to self worth. The Gamer also develops a sub category of this flaw as PTSD. This flaw can be removed but method is unknown at this time.**_

_**Money: ¥11000**_


End file.
